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Well, here we are, a Special Interest Group 
of the Melbourne Personal Computer 
Club, the ship has really sailedon. Life 
here appears to be no different from 

what we had before. Different 

venue, but stillthe same members “/ 
turning up, still having coffee y 

and vanilla slices (comp. 

of John). But the main 

difference is we don’t 

have to bring the urn 

or computer 

equipment into the 

meeting for we have storage allocated and coffee/tea facilities 
are nearby, this will give us a greater scope at the meetings 
for we will have most of our equipment on tap. We also 
have the use of a projection unit which projects both our 
ST and Falcon screens onto the wall, and it’s very, very, 
good, and so easy to see. All members will be getting the 
PC clubs magazine every month, and once we get ourselves 
organised there will be ATARI input involved, but as a SIG 
we will be putting out a shortened version of our old mag . 
This will be handed out at the meeting and those who do 
not attend will get a copy sent to them. 

The Club(SIG) has already bought a Falcon with 14 meg, 
and now by buying a copy of “CAB” will be demonstrating 
the internet on both the ST and the Falcon, this will be 
arranged after the program arrives. We will also be acquiring 
a manual on how to set up internet on Atari computers 
using a variety of programs, this should prove very handy 
for members if they are thinking of getting onto the net. 
CAB 

German program similar to “netscape” 

Service Providers can be accessed with the latest 
(commercial) version of this program. 

Another program the club is purchasing is a program 
which can convert German to English which 
will be very useful in today’s world as most of 
the best programs nowadays are coming out @ 
of Germany. 

GEMTrade V1.00 

Latest version giving good language 
translation, and because it can be used as an 
accessory is very handy can be used | 
while “cruising the net”, translating as you 


2 Roger 


Mace BBS 


The BBS we have been using is 
in the process of being copied 
onto the Melbourne PC BBS 
hard drives, and so in the future ’ 
all our files will be accessed 


through the main board. BUT! [mm 


the old Mace BBS will 
accessable well into September to ensure members access 
will not be interrupted. 


We're Here in 
South Melbourne 


The Only way ts 
Forward......... 


Sig Committee: 
Denis Olsen 
Ruth Morley 
Sue Scott 
John Rooke 
Monty Maizels 


Public Domain 


Sig Leader 


We haven't settled on a system yet, 
this has to be discussed at 
committee level with the PC club, 
so there will be no disk of the month 


for a short while. 


But the normal PD is 
still available. 
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System Solutions HD-Driver Updated - 
This release of HD-Driver adds the LS120, 120Mb Super 
Floppy drives, to the list of supported storage devices. A 
number of small but important internal changes have been 
made since the release of 7.51, too. 

What has changed since the last release? 

The following are release notes for the English version of 
HDDRIVER 7.55: 
LS-120 drives are now 
supported. 
(7.53) Correction of the 
formatting resources for 
SCSI drives. 
(7.54) | Extended support 
for CD-ROM XFSe and Data 
CDs. This made a name 
change of the option "Support 
; for Phasechange drives in 
Mac mode" to "Accept CD-ROM Drives" necessary. (7.54) 

The functions "Sector test" and "SCSI drives” can be 
used on CD-ROM drives, too. (7.55) 

DOS compatible VFAT32 parttions (ID $0B) are treated 
like RAW partitions. The ID "F32" has been reserved for 
TOS compatible VFAT32 partitions. VFAT32 partions are 
Windows compatible partitions with long filenames, 
capacities of more than 2GB and can only be used with 
suitable operating system drivers 
(to date only MiNT). (7.55) 

This latest release assures that Atari Users are not left 
behind in the fast and ever changing storage market. Old & 
new drives, IDE/EIDE, SCSI, ZIP, JAZ, EasyFlyer, SyJet, 
Magneto Optical, Phase Change and now 120Mb Super 
Drives, too. No problem! Unlike AHDI and other drive 
software, HD Driver is still supported and kept up-to-date to 
reficct the latest in storage technology. 

HD Driver 7.55 costs 
£29.95 including VAT plus 
P&P or £ 25.49 plus P&P 
for overseas customers. 

A FRESHUP from v7.xx 
to v7.55 costs £5.00 for 
personal callers, £6.00 inc 
UK P&P or £8.00 inc P&P 
to all other Countries. To 
freshup, please send your 
original HD-Driver disk. 

PGRADE Prices 
v3, 4,5 to v7.55 £20.00 v6 to v7.55 £ 10.00 

Upgrades from v3/4/5/6 include a new manual! 


Please do not forget to allow for 
Packing & Posting charges which are quite expensive to some 
places. If you live outside the UK it might be better to get 
together with a friend or to make a club order! 
IMPORTANT! To avoid delays, sent all upgrade requests 
to our Windsor Branch NOT to LONDON. Thank You. 


For more information about HD-Driver 7 contact 
System Solutions on 0181-693 3355 or 
email info@system-solutions.co.uk or view 
hitp://www.system-solutions.co.uk/cafe 


ERKEKERAEAAAEK AE SEEKER EERE EEE EREAE REESE EERE 


Hi Peoples. 


Welcome to our new NewsLetter. I don't know if this 
will be a once off, or a frequently on, but which ever I 
reckon a huge thank you to Roger for his demonstration 
of the Enthusiasm bit of "macE". 

Wasn't the last meeting mega?? And with a bit of time 
and space I can now present the results of the 
questionnaire passed out. As some of you may like 
this info' presented clearly in note form, others may 
prefer a chatty style, I shall try to navigate my way 
through a compromise of the two. 

But first, "Why a questionnaire" in the first place? some 
may be wondering. 

So that we can get the best out of our club, so that we 
get what we want from getting together. This can only 
happen if we know who we are,what our interests are, 
what we can do for each other....all that sort of stuff. 

I think the most exciting information to discover is that 
we have many would be presenters. These include: 
Steve, Mark, Ray, Reinhold, Greg C, Jan, Anthony. I 
suggest we invite these wonderful people to briefly tell 
us their areas of know-how so that we as a group may 
be inspired to ask. 

Briefly, everyone who filled in and returned 
the Qsheet to me, wants 

application demos and Shareware demos. 

Most people want workshop hands on style alongside 
demo type meetings You want to learn about: 
Cubase, Programming, Graphics, Databases, updating 
Falcon Hardware. Most people would like to receive 
the monthly newsletter. 

We have in our group: 

13STEs, 8 PCs, 7 STFMs, 5 Falcons, 3 MEGA STEs, 1 
MEGA ST, 3 various AMIGAs, 

2 Portfolios, 1 MEGA ST, 1 TT, 1 Smail Mac. 

12 of us use our computers for word processing, 8 for 
Music, 7 for BBS internet, 6 for database and graphics, 
5 for spreadsheets, 4 for programming and publishing, 
3 for hardware, film/video and repairs. 

This next meeting sees the first of "The Comparisons". 
In a contest and duel to the end, Mark and Steve will 
"have it out” over respective DTP programs. 
Remember if there is something you want that is not 
happening, or something that is, that you wish wasn't, 
let us know. Folks. To those of you for whom well 
structured and exciting syntax is most important, and 
correct spelling crucial, I hope I have not let you down 
too roughly and thanks for hangin’ in till the end! :) 


SUE 
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This magazine is up to issue 10 and still going strong. 
See below for details of this issue. Only available 
through subscription @$42.00 for 3 issues 


Reviews 
MagiCMac 2 
Pixart 4 
SpeedoGDos 
v5.7 
Scan X 
Scan X Update 
MIDIman 
Suzi B CD's 
Veloce 


Features 
Strings in Resources 
Quest for the Fuji 
System Extensions 
CyberSTrider Files 
Suggestive Remarks 
STOS Corner 


Roger Davies 03.9879.1109 
7 Lansell Close 

North Ringwood 

Melbourne Melbourne 


Victoria Australia 


Sid. 
Rogerd@alphalink.com.au 


Atari Computing magazine is a 60 page A4 format printed 
magazine published, written and distributed “by enthusiasts, 
for enthusiasts”. 

Atari Computing, originally published by the Atari 
Computing Group, is now published by Renegade Publishing 
Limited, a company formed by Joe Connor and Mike 
Kerslake to continue the publication of Atari Computing 
magazine and promote and develop other Atari related 
projects. 

You may have been told you “need” a new machine 
because yours is a “dead” platform but hang on a minute... 

- Atari machines are easy to setup and use- Atari machines 


can be purchased andrepaired on a shoestring- Atari 
machines can produce superb printed output 

- Atari machines can surf the Internet and run BBSs 

- Atari machines can form the nucleus of a digital music 
studio 

- New software of better quality than ever before is still 
being released! 

That certainly doesn’t sound like a dead platform to us! 
Have you noticed the Atari platform has been mulated by 
just about every other platform - we’re owners of cult 
machines! Have you ever noticed ex-Atarians talk 
animatedly about the “Good old ays”? It’s a feel-good factor 
missing from all the other current machines. 

So we don’t need a new platform but we DO need 
information and a printed magazine is the best way to stay 
informed and provide a platform where developers can 
launch new Atari products. 

Atari Computing already enjoys the support of the most 
knowledgeable and respected Atarians around the world 
along with many loyal readers and we’re looking for your 
support. 
Visit our World Wide Web site 
http://www.ataricomputing.com 

To find out more about what’s in Atari Computing 
magazine, send us a letter, a question or even if you’ve just 
looking for a starting point to find other Atari related web 
pages there’s no better site to visit. If you’d like a link to 
your web pages from ours just ask and feel free to include a 
link to our pages. 
Reader Disk 

Apart from a good read the other thing most of 

us like is some new software to play with. Our optional 
Reader Disk concept offers all readers the chance to get their 
hands on: 
- Exclusive software releases 
- Debut releases of popular utilities 
- Example source and listings 
- HTML format articles 
- Example tutorial files 


Atari Computing Reader Disk compilations are not available 
anywhere else. There’s a Reader Disk to accompany each 
issue - buy it or not, the choice is yours! 


Publishing an Atari magazine is a risky venture so we try to 
match our print run to meet demand and distribute the 
magazine directly to subscribers and approved stockists to 
ensure the longer term future for the magazine. 

We believe the Atari platform needs Atari Computing 
magazine and we need your subscription so do yourself and 
us a favour, take out a subscription today! Just tell us which 
issue you would like your subscription to start from and 
we'll do the rest - we’re currently at issue 10. Issues 1, 2, 3 
and 8 are sold out although the Reader Disks for all issues 
remain available. If your prefered starting issue is no longer 
available we’ll automatically at the next available issue. 
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Spawn of Atari 


Before it crashed and burned, Atari created a fertile incubator 
for some of the sharpest scientists and programmers in the 
business. Their ripples continue to change the face of personal 
computing. 

By Nick Montfort 


In early 1970, Nolan Bushnell envisioned the future of 
entertainment. He had just built Computer Space, the first 
videogame, at home, but the fast-talking engineer and 
entrepreneur had bigger plans. Bushnell wanted to put a big 
box of circuitry in a nightclub and then offer, for 25 cents, 
to transport its operators to a land of digital diversions, 
geometric playing fields, and distant, abstract galaxies where 
they could blast apart enemy spaceships. There was one 
problem: Bushnell couldn't persuade the makers of 
traditional pinball and arcade games to build and distribute 
his unconventional machines. 

Just as IBM severely underestimated the impact of its 
personal computer, the major industry players couldn't 
imagine that the ghostly green-on-black diversions would 
rock society, explode into color, and create an entire new 
industry. So Bushnell forged ahead, thumbing his nose 
optimistically at nonbelievers by naming his upstart company 
Atari, a term from the ancient Japanese board game Go, 
meaning "Score!" 

Within a few years, Atari rocketed to the top of the world. 

Arcade games like Battlezone and Asteroids gobbled up 
pocket change at bars and boardwalks, creating a couch- 
potato habit that was brought into the home as cartridge 
videogames pourcd into living rooms worldwide. 

To satisfy the desires of a fickle public, Atari created a 
research lab charged with stretching the creative limits of 
the medium, hiring the best and the brightest techie minds. 
Its alumni include innovators in multimedia, virtual reality, 
interface design, voice recognition, networking, educational 
software, natural-language computing, digital video, and 
object-oriented programming. At its peak, a US$500 
investment made by Bushnell and co-founder Ted Dabney 
had created a $452 million company. 

Then Atari succumbed to the same short attention span that 
some said its repetitive games induced. Consumers lost 
interest in Atari products and sales plunged. The company 
laid off thousands, bulldozed mountains of cartridge games 
into landfills, and reshaped itself into a computer-hardware 
company. A former competitor bought the company and tried 
unsuccessfully to recreate its glory days with the 64-bit Jaguar 
game machine. Ultimately, however, Atari sank beneath the 
waves as a partner ofa hard-disk maker. In less than a decade, 
the company went from a small group of assembly-line 
hippies and curious electrical engineers to the driving force 
in two billion-dollar markets: arcade videogames and 

digital home-entertainment. Atari's glory days may be a dim 
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memory. But as the following chart indicates, its many 
talented veterans guarantee that its influence will continue 
to ripple through the computer industry long after the 
company's big splash is over. 

Al Alcorn Hired in 1972 as Atari's first full- 
time employee, Alcorn built Pong, the first commercial 
videogame. He headed engineering and R&AMPD groups 
at Atari throughout the 1970s, Late in the decade, he even 
helped develop Cosmos, a holographic game. It never 
reached production, but the technology spawned holographic 
security labels on credit cards and CDs. Left Atari after 
Warner took control. Worked for Digital F/X and spent 
many years as a fellow at Apple (along with another Atari 
alumnus, Alan Kay) researching advanced hardware 
technologies.Is now senior VP and chief technology officer 
for Saratoga, California-based Silicon Gaming. 

Jay Miner (1932-1994) ........ The father of the Amiga 
personal computer. After eading the chip design for the 
Atari 2600 game system and the Atari 400 and 800 
computers, Miner tried to convince Atari to build a machine 
based on Motorola's 68000 chip. The company wouldn't, 
because of the high cost of the processor and the additional 
R&AMPD costs required, so Miner quit in 1982 and later 
founded Amiga. Two years later, Commodore acquired 
the company. At Amiga, Mincr created the first multimedia 
personal computer, the Amiga 1000, released in 1985. This 
machine offered stereo sound, a 4,096-color display, TV/ 
VCR_ output, and advanced speech capabilities. Although 
Commodore folded in 1994, VIScorp purchased the rights 
to Amiga's computers this year and is using the technology 
to build a set-top box. 

Scott Fisher ........ Studied at MIT under Nicholas 
Negroponte before working on display technologies for the 
Atari lab under Alan Kay. Fisher worked on developing early 
virtual reality technologies there, laying the groundwork 
for the Virtual Environment Workstation (VIEW) project 
he founded at NASA in 1985. VIEW drove VR development 
by helping create head-mounted displays and glove-input 
devices. Now heads Portola Valley, California-based 
Telepresence, which designs virtual environments and 
enables operators to view remote situations and control 
systems from afar. 

Brenda Laurel ......... Camc to Atari in 1979 with a 
background in theater. Her PhD dissertation in theater theory 
and criticism, finished in 1986 after she explored human- 
computer interaction and virtual reality technologies at Kay's 
lab, is titled "Toward the Design of a Computer-Based 
Interactive Fantasy System." She has written extensively 
about interface design, suggesting models based on drama 
to explore the relationship between people and computers. 
Since 1992 she has worked at Interval Research Corporation, 
a Paul Alien company in Palo Alto, California. 


Alan Kay .......... Instrumental in developing many 


Page 4 


fundamental elements of the personal and notebook 
computers. As a student at the University of Utah in the 
late 1960s, he built the first object-oriented and graphics- 
capable personal computer. Most famously, he was a founder 
of the Xerox Palo Alto Research Center (PARC), where he 


headed a group that pioneered overlapping windows, client-. 


server network computing, Ethernet, laser printing, and 
object-oriented programming. As head of Atari Research 
Center, he explored early virtual reality technology for use 
in videogaming. Left Atariin 1984. Now an Apple Fellow, 
applying high tech to education. 

Skip Paul Perhaps the only prominent figure in 
the videogame industry to have clerked for the US Supreme 
Court. Paul moved from a successful law practice in San 
Francisco into a position as senior vice president and general 
counsel for Atari in 1979. In 1983, he was appointed to 
head the company's coin-op division. Went on to become 
executive vice president of MCA Inc. in 1985. He now 
heads Sega GameWorks, a major interactive-entertainment 
joint venture between MCA, DreamWorks, and Sega. 
GameWorks runs several entertainment centers, including 
Virtualand in Las Vegas, Sega Innoventions at Walt Disney 
World Epcot '96, and Sega Cities in Toronto, Indianapolis, 
Austin, and Irvine, California. 

Jack Tramiel Survived the horrors of Auschwitz 
as a child. Later moved to the US and founded Commodore 
as a typewriter repair service in New York in 1954. In 1979, 
Tramiel! entered the personal computer market with one of 
the first low-cost PCs, the PET. He drove the success of 
Commodore and cultivated the market for low-cost PCs with 
models like the VIC 20 and the Commodore 64. In 1984, 
he sold Commodore and purchased struggling Atari from 
Warner, naming his son Sam chief operating officer and 
giving his other two sons executive positions. With the 
merger of Atari and JTS, he gave up his position as chair 
and took a seat on the board of the merged company. 

Jeff Minter The last great Atari cartridge 
programmer. The gregarious Minter is called "The Yak." 
In 1982, he founded Llamasoft in Britain. First product for 
the Commodore VIC 20 computer was Andes Attack, a gamc 
like Defender but with players rescuing Hamas instead of 
humanoids. Moved to the US in early 1990s and began 
developing for Atari's Jaguar. His programming credits 
nché& the finky Tanpest 2000 and the Jaguar CD, the 
‘90s answer to Atari Video Music. Quit Atari in 1995 after 
completing Defender 2000, but another Yak attack is in store: 
he is working in California with VM Labs, creating a 
multimedia processor called Merlin. 

Nick Montfort (nm@cyborganic.net) studies at 
MIT's Media Lab. 


Copyright © 1998 by The Condé Nast Publications Inc. 
All rights reserved. 
Compilation Copyright © 1994-98 Wired Digital Inc. All 
rights reserved. 


Midplay 


Midplay not only plays a MIDI file, but it can generate the 
final output internally, with up to 16 voices and 24 note 
polyphony. 

The idea isn't new, it was done on the STe/TT with EPSS, 
from the makers of Zero-X, but a Falcon enhanced 
implementation which takes advantage of the DSP -assisted 
audio system has been a long time coming. 

We almost witnessed a commercial realisation of this 
seemingly obvious Falcon application in 1995, with The 
Digital Sound Module from System Solutions, but it was a 
pleasant surprise to come across MIDPLAY. 

Midplay is supplied over four high density disks 
complete with a custom installation program which installs 
all the relevant files to your selectedhard drive partition, 
resulting in over 17mb of data in total. ‘ 

Similar to most modern sound modules and expensive 
synth keyboards, MIDPLAY conforms to most of the General 
MIDI specifications including note on/off, dynamic voice 
allocation, pitch bend and other touch instructions. This 
makes it highly compatible with the vast majority of MIDI 
files available commercially or in the public domain. 
MIDPLAY offers good control over individual channels. You 
can select a different voice/sample to the one selected by 
MIDPLAY (when the track is loaded), the sample base note 
- from which other notes are defined relative to and the 
ability to solo or mute channels in real time. 

How does it sound - it is currently limited to 8-bit resolution 
so don't go selling your midi piayer yet, but if you tinker 
with electronic music and cannot justify the expense of a 
full synth take a closer look.. 
Requires, 640x200 resolution (ST medium or higher), 4 Mb 
memory, hard drive 
Cost....approx $85.00 aus 
http://www.perso.hol.fr/~softjee/ 
email: softjee@hol.fr 


Texel Help on its way? - 7 August 1998 
As you may know Texel 1.6 was released to the 
English Speaking Public without the accompanying HYP 
file. To remedy this Nick Ripley, author of Papyrus. Hyp has 
written The ‘unnoficial' Texel_E.Hyp. . 
The Hyp is now in late Beta (currently Release 0.84), 
and the full release should be available in the next few weeks. 
The full release will also have optional Tutorial/Example 
files available in Texel/Papyrus, Texel/Works, or Texel/TXT 
formats. The accompanying files have been written for 
business use, and work through Income and Expenditure 
Budgets, through to 12 Month Cashflows with Quarterly 
checks." 
‘Details of The ‘unnoficial’ Texel_E.Hyp may be found on 
www.iipmail.demon.co.uk/ATARLHTM 
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USA 98 


(USA Atari show just gone ) 


A PLETHORA OF CLASSIC GAMES AT 


VEGAS sHOW THIS WEEKEND 
By Keita lida (keita@mindspring.com), Edited by Donald 
A. Thomas, Jr. (curator@icwhen.com) 


-At the “World of Atari '98" show this Saturday 
and Sunday, attendees will get a rare opportunity to play 
memorable games that once were and some that are yet to 
be. An assortment of coin-op, console and computer games 
will be spread out among the vast convention floor at the 
Holiday Inn Boardwalk Hotel and Casino directly on the 
Vegas strip. With a intriguing blend of the historic, rare 
and prototypical offerings, this weekend's exposition will 
undoubtedly be one of the most diverse presentations in the 
history of video gaming. 

One of the highlights of the arcade games on display 
will be the first coin-operated game title ever produced. 
"Computer Space" was designed by Nolan Bushnell of 
Nutting & Associates who later co-founded Atari. Not far 
away will stand Atari's original "Pong" which is considered 
as the first commercially successful coin-op video game. 
Also on display will be two never-released prototypes. The 
"Freeze" machine is the only one of two in existence today. 
It was produced by Atari Games in 1993, "Neutron Star" 
was the last pinball game made by Atari, and only one was 
ever built before 
Atari decided not to release the game in arcades. Other 
playable exhibits include Atari's "Star Wars", "Battlezone”, 
"Tempest", "Centipede", "S.T.U.N. Runner", "Gauntlet", 
"RoadBlasters", "Peter krat", "Marble Madness" and "Road 
Runner". From Bally/Midway will be "Wizard of Wor" and 
from Williams will be "Robotron: 2084", 

Among the platform systems on display will be he 
5200 SuperSystem, Atari's successor to its wildly successful 
Video Computer System (VCS, also nown as the 2600). 
"Tempest", "Asteroids", Behind Jaggi Lines", "Final 
Legacy" and “Super Pac-Man" will be demonstrated for the 
first time and “Black Belt" -- only two are belicved to still 
cxist today -- will also be shown. 

Atari's 64-bit Jaguar system roars back into action 
for this event with the world premiere of the released version 
of "BatticSphere", 4Play's eagerly anticipated multiplayer 
space combat game. Native", by Duranik Software, was 
never completed but the horizontal shooting game will be 
demonstrated at the Classic Gaming Show for retro-gaming 
aficionados everywhere. "JagMania", "Jagmarble” and 
"Painter" are games developed by amateur developers to 
round out the stellar repertoire of Jaguar titles to be shown 
at World of Atari '98. 


Attendees will also get to take a sneak peek at 

several new Atari Lynx games in development. "SFX" and 
"Ponx" are designed by Carl Forhan. "Hyperdrome" -- a 
recently announced Telegames title -- will be shown in 
finished form. "TNT-Terry", a Bomberman-esque 
multiplayer extravaganza, comes courtesy of Laurens 
Simonis, and "S.1.M.LS." is a multigame cartridge consisting 
of several homebrew Lynx games and demos. 
Additionally, game stations will be set up so that players 
can take a shot at world record scores in games for the Atari 
2600, Vectrex, Atari 5200 and other machines. In association 
with Twin Galaxies, World of Atari '98 will enable players 
to achieve immortal status. High scores that are confirmed 
and which top the scores in the Twin Galaxies record book 
will be entered in next year's edition of the authoritative 
publication chronicling video games' high scores. Attendees 
who wish to make an attempt at a record on a specific game 
should bring their own cartridge as just about every game 
in history is covered in the Twin Galaxies record book. 

"We have a lot of other systems such as Intellivision, 
Colecovision and Odyssey", states a smiling Mr. Keita lida, 
co-promoter, "This year, we toast the company that launched 
‘a thousand chips'." 

For more information about World of Atari '98, visit: 


http:/Avww.atarihq.com/atari98 on the World Wide Web. 


Mountain (Shareware) 


Mountain is a video editing application, reminiscent 
of Adobe's Premiere, developed in France by the TNT crew 
and coded by Remi Vanel. 

Mountain can load FLI, FLC, FLH, QuickTime MOV, 
DL(1&2), ANI/AN3 animations, TGI lists and TGA images 
with other modulcs planned . 

Video is handled internally in 16 bit mode with 152 

animation tracks which can load video direct from disk. 
Transitions, intensify , motion,(zoom, move), transparency 
and effects can be applied as desired. 
Mountain requires a 68030 or faster machine with at least 4 
meg of memory and fast hi resolution TrueColour display 
(640x400 min.) - the Nova, Crazy dots, ET4000/6000 and 
ATI match 64 cards are all supported. Currently there's no 
sound support but Remi is considering adding this. 

An English version is planned eventually. In the 
meantime you can checkout the current French demo beta 
release at: hhtp:/www.mygale.org/11tntmag/ 
emaill: vanel@club-internet.fr 

(per Atari Computing issue 10) 


HomePage Penguin v2.08 
Since v2 this popular interactive home page creator, 
programmed by Matthias Jaap is commercial software. A 


demo version is available for download from: 
http://www.hh.schule.de/hhs/mjaap/ftp/hppeng2d.zip 
email: mjaap@hsw.ifl.uni-hamburg.de 

(per Atari Computing issue 10) 
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